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ABSTRACT 
 
This research aims to prove that using text twist game improves the seventh-grade students' 
vocabulary mastery at SMP Negeri 1 Labuan. This research applied the quasi-experimental research 
design. The population of this research was the seventh-grade students of SMP Negeri 1 Labuan 
which consisted of 3 classes. The samples were class VII A as the experimental group, and class 
VII C as the control group. This research employed cluster random sampling to select experimental 
and control groups. In this research design, a pretest was conducted to both experimental and 
control groups before the treatments, while posttest was conducted after the treatments. The data 
were analyzed statistically to find out the significant difference in students' achievement in pre-test 
and post-test by using t-counted formula. The result of the data analysis indicates, there was a 
significant difference between the result of the pre-test and post-test. It could be proved clearly by 
seeing the mean score of both tests results. The mean score of the experimental group was 
significantly improved from 36.90 to 66.10. Meanwhile, the control group's mean score was 
improved from 36.74 to 45.91. Then, by applying 25 degrees of freedom (df) and 0.05 level of 
significance, it indicates the t-counted (2.74) is higher than the t-table (1.68). In conclusion, using 
the text twist game technique improves vocabulary mastery of the seventh-grade students of SMP 
Negeri 1 Labuan. 
Keywords: Improving, Vocabulary, Mastery, Text Twist Game 
Tujuan dari penelitian ini untuk membuktikan bahwa penggunaan Text Twist game meningkatkan 
penguasaan kosakata di siswa kelas VII SMP Negeri 1 Labuan. Penelitian ini menerapkan desain 
penelitian quasi experimental. Populasi dari penelitian ini adalah siswa kelas VII di SMP Negeri 1 
Labuan yang terdiri dari 3 kelas. Sampelnya adalah kelas VIIA sebagai grup experimental, dan 
kelas VIIC sebagai grup kontrol. Penelitian in menggunakan teknik cluster random sampling untuk 
memilih grup experimental dan grup kontrol. Dalam desain penelitian ini, pretest dilakukan untuk 
kedua group expeimental dan kontrol sebelum treatment, sementara posttest dilakukan sesudah 
treatment. Data di analisa secara statistil bertujuan untuk menemukan perbedaan yang signifikan 
dari pencapaian siswa dalam pretest dan posttest dengan menggunakan rumus t-counted. Hasil 
dari data analisis mengindikasikan, ada perbedaan yang signifikan antara hasil dari pretest dan 
posttest. Itu bisa dibuktikan secara jelas dengan melihat skor rata-rata dari kedua hasil test. Skor 
rata-rata dari grup experimental meningkat secara signifikan dari 36.90 ke 66.10. sementara itu, 
skor rata-rata dari grup kontrol meningkat dari 36.74 ke 45.91. Kemudian, dengan menerapkan 
derajat kebebasan (df) 25 dan 0.05 tingkat signifikan, mengindikasikan bahwa t-counted (2.74) 
lebih besar dari t-table (1.68). Kesimpulannya, menggunakan Text Twist game tekhnik 
meningkatkan penguasaan kosakata dari siswa kelas VII di SMP Negeri 1 Labuan.  
Kata kunci: Memperbaiki, Kosakata, Penguasaan, Text Twist Game
INTRODUCTION 
Vocabulary is the most important 
component of language. By knowing 
vocabulary, we can comprehend and construct a 
sentence grammatically. Kamil and Hiebert 
(2007) define  “Vocabulary  is knowledge of  
words and word meanings". It is very essential 
to improve the four language skills (listening, 
speaking, reading, and writing) they are very 
useful in conducting communication and 
studying another language. Richards and 
Renandya (2002:255) also state that 
"Vocabulary is a core component of language 
proficiency and provides much of the basis for 
how well learners speak, listen, read, and 
write”. Meanwhile, Zainuri (2003:1) states that 
“Vocabulary is a component of language that 
contains all of information about meaning and 
using word in a language”. Related to the 
explanations, it can be concluded that 
vocabulary is an important component of 
language. It is a list of words that we know and 
E-mail: Isteryamaramis26@gmail.com 
 
 
E-journal of English Language Teaching Society [ELTS] Vol.  No  2 
 
also contains information about how to use 
words and the meaning of the word. 
Moreover, according to Kamil and 
Hiebert (2007), vocabulary is knowledge of 
words and word meanings. However, 
vocabulary is more complex than this definition 
suggested. First, words come in two forms: oral 
and print. Oral vocabulary includes words that 
they recognize and use in listening and 
speaking, whereas print vocabulary includes 
those words that they recognize and use in 
reading and writing. Second, word knowledge 
also comes in two forms; receptive and 
productive. Receptive vocabulary includes 
words that the learners recognize when they 
hear or see them. Kamil and Hiebert (2007) also 
say that productive vocabulary includes words 
that they use when they speak or write. 
Receptive vocabulary is typically larger than 
productive vocabulary and may include many 
words to which they assign some meaning, 
even if they do not know their full definitions 
and connotations or ever them as they speak 
and write. 
From the statement above, the 
researcher defines vocabulary as knowledge of 
words and word meanings in both oral and print 
language and receptive and productive forms. 
More specifically, vocabulary can be used to 
refer to the kind of words that students must 
know to read increasingly demanding skills 
with comprehension. The researcher begin to 
look closely at why developing this kind of 
vocabulary is important to some skills such as 
listening, speaking, reading, and writing. 
Besides, vocabulary will not only be focused on 
the learning process which leads to improve the 
students' mastery of languages but also to let 
them know about a culture education by 
looking at the meaning. Based on the 
discussions above, the researcher concludes that 
the more vocabulary the learners have the easier 
for them to develop their four skills and to learn 
English. 
According to K13 in junior high school, 
students are expected to develop their 
vocabulary. When the students learn 
vocabulary, they are also concerned with the 
part of speech. Parts of speech are group 
classification of words in all language. Each of 
those words is categorized into noun, verb, 
adjective, adverb, preposition, conjunction, and 
interjection. 
A noun is any member of a word class. 
According to Frank (1972:7), "noun is one of 
the most important parts of speech. Its 
arrangement with the verb helps to form the 
sentence core which is essential to every 
complete sentence". Also, it may function as the 
chief or headword in many structures of 
modification. There are some main types of 
nouns, namely common nouns, proper nouns, 
singular nouns, plural nouns, countable nouns, 
and uncountable nouns. Based on the scope of 
the research, the researcher limits the 
identifications about singular nouns, plural 
nouns, countable nouns, and countable nouns. 
A verb is any member of a class of 
words that function as the main elements that 
typically express action, state, and also to show 
agreement with their subject or object. Seaton 
and Mew (2007:79) state, "Most verbs are 
action words. They tell you what people, 
animals, or things are doing". Based on this 
definition, it can be concluded that most verbs 
are action words describe what people and thing 
does, did, and has done. As we know, in 
English every sentence contains a verb that 
gives information about the action which is 
done by the subject (doer). Commonly, there is 
an element involve a form of the verb, that is 
tense. 
According to Lado as cited in 
Mardianawati (2012:11), “there are some 
aspects of learning vocabulary. They are 
meaning, spelling, pronunciation, word classes, 
and word use”. 
When the teacher delivering the 
students about the meaning, the teacher should 
explain that a word may have more than one 
meaning when it is used in a different context. 
In order to discover the meaning, the teacher 
can use ways such as guided discovery and 
using dictionaries. For example, the word of 
doctor: "Doctor is the person who treats people 
that are ill or hurt". While, word use is how a 
word, phrase, or concept is used in a language. 
Word use may also involve grammar and thus 
be the subject of profound analysis. For 
example, the word of doctor: "my father is a 
doctor". 
In teaching vocabulary, a teacher needs 
to use proper technique to help his students 
have a good understanding of new words being 
learned. Learning vocabulary has been 
considered a boring subject for a long time. So,  
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there should be an effective way of helping 
learners feel comfortable and interested in the 
subject of vocabulary. 
It is the better when teaching English 
by using game. Especially in teaching 
vocabulary. By applying the game, the teacher 
creats joyfull learning in the class. The students 
will more relax and interested in following the 
learning because there are so many activities 
that will be passed either when the learning is 
started or when the learning have finished. 
In addition, Lee in Asian EFL Journal 
by Nguyen (2012:35) lists several main 
advantages when games are used in the 
classroom, including “a welcome break from 
the usual routine of the language class”, 
motivating and challenging”, “effort of 
learning”, and “language practice in the various 
skills. It means that the vocabulary learning will 
be more effective and attractive when the 
teacher applied a game in the classroom. Hence, 
the students will get motivation to follow all of 
learning steps. Summary, games are useful and 
effective tools that should be applied in 
vocabulary classes. The use of vocabulary is a 
way to make the lessons not only more 
interesting, enjoyable, effective, and also 
practice it incidentally. 
The researcher conducted preliminary 
research by interviewing and testing the grade 
VII students at SMP Negeri 1 Labuan. Most of 
them lack vocabulary.  The students faced some 
problems to make a sentence by using a verb 
and a noun. Besides, they were not capable of 
using good aspects of vocabulary such as word 
classes (verb, noun), meaning, and word use. 
Another problem is the techniques in teaching 
vocabulary makes the students bored and 
uninterested in learning the lesson. As a result, 
the learning achievement tends to be low. 
Regarding the problems, the teacher must be 
creative and make the learning situation in the 
classroom more interesting to motivate the 
students to study English. 
One of the techniques that can be used 
to solve those problems is by using a game. By 
using a game in teaching English, it is hopeful 
that students will learn joyfully, enjoyably, and 
interestingly in learning English especially in 
mastering the vocabulary and of course, it will 
help the learning purposes reach optimally. 
There are many kinds of game such as 
crossword  puzzle,  scrabble,  anagram, word  
square, text twist game,  and etc. Game that the 
researcher want to use in this research is Text 
Twist game. Text Twist game is a game for 
personal computer which allows people to 
improve their knowledge about vocabulary  by 
twisting some letters. This fact may support the 
English teachers to improve their role in 
teaching English. It is hopeful by increasing the 
teaching and learning process and the problem 
will be overcome soon, and make the students 
will study English easily. 
According to (Aulia, 2013:3) “Text 
Twist game is a language game where the way 
of playing this game is arranging some letters 
which give by the teacher in order to form as 
many English words as possible within a certain 
period of time. This game plays in groups. The 
group which can arrange the most letters into 
English words, will be the winner”. It means 
that, the text twist game is a kind of language 
game played in a group which emphasizes on 
arranging some letters in task gotten from the 
teacher and the player or students have to 
rearrange its letters into correct words as fast as 
possible within a certain period of time. 
Meanwhile, there is the other 
description of Text Twist game. Lewis (2011:3) 
say that “the Text Twist game is the inspiration 
of Scrabble Flash”. It means that both Text 
Twist and Scrabble are barely the same. The 
Text Twist game is adopted form Scrabble 
Flash and the word is meant as the development 
of something. It can be conluded that the Text 
Twist is a game which is developed from 
Scrabble Flash. 
Furthermore, Desmanto (2016:19) also 
argues that “this game is similar to Scrambled 
Letters". The procedure is the teacher writes up 
the words with their letters shuffled (e.g. 
EICSCEN for SCIENCE) on the board. When 
the teacher says ‘go', the students, individually 
or in pairs, endeavor to untangle the words as 
quickly as they can. He said that phrases, 
expressions, and idioms larger than two words 
can also be used to make some variations. It 
means that the Text Twist game is an individual 
or pairs game like "Scrambled Letters" where 
the player or players should write up the words 
from the letters shuffled on the board. He also 
says in his study that Ur and Wright in also 
have a word game that has similar rules with 
Text Twist. This game is called "Words out 
of...". It means that  the Text  Twist game not  
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only has a similar game with Scrabble Flash but 
also similar to Scrambled Letters and "Words 
out of..." game. 
According to the statement above, the 
researcher concludes that Text Twist game is a 
language game that has similar to scrabble and 
scrambled game. It contains some letters in 
each stage and the player has to rearrange the 
letters into the correct word within timing 
duration given. The Text Twist is adopted from 
Scrabbled Game. Both of Text Twist and 
Scrabble task are rearranging some letters given 
into correct word and so the scrambled game. 
The one that makes it different is the score of 
each letter in Scrabble has based on the level of 
its letter and word. While in the Text Twist 
game the score is only shown in the word form. 
For example, From the word "pained", we can 
produce other words such as pain, pen, den, 
and, din, paid, etc. There are score and time. It 
means that, if we can produce many words as 
soon as possible, we get high scores. 
In this research, there are two related 
studies had been done by the previous 
researchers. Firstly, a skripsi from Lepsi is 
"Improving Students' Vocabulary Mastery by 
Using Text Twist game at Private Islamic 
Junior High School Al-Hijrah". This research 
was aimed at finding out the improving 
students' vocabulary mastery by using text twist 
game. Secondly, a thesis from Rosada and 
Solikhah (2016) under the title "Improving 
Vocabulary Mastery by Using Anagram Game 
at the First Grade Students of MtsN 
Karanganyar in Academic Year 2015/2016. The 
objective of this research is to know the 
improvement of students' vocabulary mastery 
by the implementation of the anagram game. 
This research was conducted at MtsN 
Karanganyar academic year 2015/2016. 
By seeing those related studies, the 
researcher finds similarity and difference. Here, 
the teaching technique that is used by the 
researcher and the previous researchers is a 
game. As we know, the first researcher used the 
same technique as the researcher, and the 
second researcher used different technique as 
the researcher. The second researcher used the 
anagram game as the technique. Anagram game 
is a play on words created by rearranging the 
letters of the original word to make a new word 
or phrase, for example, is "heart" can be 
"earth", "listen" can be "silent", etc. Whereas,  
text twist game is simply a word scrambling 
game, in which you have to assemble words 
ranging from three to six letters, for example, is 
a word "Indonesia" can be some words "nose", 
"done", "and", etc. From those descriptions, the 
researcher assumes that the game that used by 
the first researcher is more difficult to students 
than the game that used by the second 
researcher because the first game we have to 
rearrange all of the letters, while Text Twist 
game we should not use all of the letters. It 
means that this research design is different from 
the previous research design that is used by the 
last researcher. 
This research concentrated on teaching 
vocabulary mastery by using Text Twist game 
technique of the grade VII students of SMP 
Negeri 1 Labuan. There are several problems to 
be studied related to vocabulary mastery. 
Therefore, the researcher would like to limit 
this research on teaching content words 
category; noun and verb only. The researcher 
focuses on teaching vocabulary by considering 
the meaning and the word use of vocabulary. 
Referring to the statement above, the 
researcher formulated the research problem as 
follows: "Can the use of Text Twist game 
improve the students' vocabulary mastery of the 
seventh-grade students of SMP Negeri 1 
Labuan?". 
 
RESEARCH METHOD  
 In conducting this research, the 
researcher used a quasi-experimental research. 
This research design employing two groups. 
The two groups were an experimental group 
and a control group. The experimental group 
was taught with treatment, while the control 
group was taught without treatment. According 
to Cohen, Manion, and Morrison (2007:283), 
the research design of quasi-experimental is 
described as follows: 
    Experimental   O1       X      O2  
        
        Control     O3                      O4 
Where: 
O1 : pre-test for experimental group 
O2 : post-test for experimental group 
O3 : pre-test for control group 
O4 : post-test for control group 
X : treatment 
The population of this research was all 
of the seventh-grade students of SMP Negeri 1  
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Labuan. They were class VII A, VII B, and VII  
C. Class VIIA and VIIB consisting of 21 
students, while class VIIC consist of 20 
students. The number of population was 62 
students from 3 classes. 
The researcher used cluster random 
sampling to choose the sample of this research. 
The researcher applied the cluster random 
sampling because almost all of the seventh-
grade students have the same capability. The 
first group was the experimental group, and the 
second group was the control group. Thus, the 
experimental group was class VIIA which 
consisted of 21 students, and the control group 
was VIIC which consisted of 20 students. 
There were two variables in this 
research. They were dependent and independent 
variables. The dependent variable was 
vocabulary mastery, while the independent 
variable was the Text Twist game. 
The instruments that the researcher 
used in this research were pre-test and post-test.  
The pre-test was given to the students before 
applying the treatment, while post-test was 
given to the students after the treatment. The 
scoring system of the test can be seen in the 
table below: 
 
Table 1. The Scoring system 
No. 
Kinds of 
Test 
Number 
of Items 
Weight 
Maximum 
Scores 
1 
Matching 
picture 
10 1 10 
2 
Multiple 
choices 
10 1 10 
3 
Make a 
sentence 
20 2 40 
Total 40 4 60 
 
FINDINGS 
Pretest and posttest are two kinds of test 
that have been used by the researcher in 
collecting the reliable data. The pretest aims to 
gather the data about the students' vocabulary 
mastery before they got the treatment. 
Therefore, it can be concluded that pretest is a 
test is given before treatment. Meanwhile, 
posttest was given to the students at the end of 
the research. The purposes were to measure 
how far the students understand the lesson and 
also to find out whether the technique is 
effective or not in improving students' 
vocabulary mastery. The kind of test and level 
difficulty used in posttest was the same as the 
test  used  in the  pretest. In this  research, the  
researcher used matching picture, multiple 
choices, and make a sentence forms to test the 
students. 
On February 28th 2019, the pretest was 
given to the experimental group which was 
VIIA class and the control group which was 
VIIC. Then, the researcher conducted the 
treatment by implementing Text Twist game 
technique for six meetings. The treatments were 
given on March 05th until April 02th 2019 to 
the experimental group. The researcher 
administered the final test (posttest) to the 
students of experimental and control groups. 
The researcher conducted the posttest on  April 
05th in the experimental group and control 
group. From the tests, the researcher find out 
the improvement of the students' in vocabulary 
mastery. The result of each test was compared 
to measure whether or not the implementation 
of Text Twist game is effective to improve the 
students' vocabulary mastery. Then, the result 
of the pre-test and post-test of the students in 
the experimental group is presented on table 2 
below: 
 
Table 2 Result of the Pretest and Posttest of 
Experimental Group 
 
No 
 
Initial 
Pre-test 
(X1) 
Post- 
test 
(X2) 
Square 
Deviation 
(x2) 
(X2-X1=X) 
1 
2 
3 
4 
5 
6 
7 
8 
9 
10 
11 
12 
13 
14 
15 
16 
17 
18 
19 
20 
21 
AFS 
ANA 
AM 
AR 
CTA 
FRA 
FTM 
GRA 
HR 
MR 
MHH 
MU 
NR 
NFA 
PSW 
RV 
RN 
SLA 
SK 
TR 
ZLF 
23.33 
36.66 
28.33 
     25 
41.66 
43.33 
     50 
     35 
31.66 
36.66 
36.66 
33.33 
41.66 
     60 
     55 
     25 
38.33 
     40 
33.33 
23.33 
36.66    
31.66 
73.33 
46.66 
41.66 
73.33 
78.33 
     75 
     75 
68.33 
     80 
81.66 
61.66 
     75 
     90 
86.66 
31.66 
     70 
78.33 
     65 
33.33 
71.66 
69.38 
1344.68 
335.98 
277.55 
1002.98 
1225 
     625 
1600 
1344.68 
1878.35 
2025 
802.58 
1111.55 
       900 
1002.35 
44.35 
1002.98 
1469.18 
1002.98 
      100 
1225 
Total Score 774.93 1396.6 20389.57 
As presented in table 2, it is pointed out 
that the total score of the experimental group in  
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the pretest is 774.93 while the mean score is 
36.90. Meanwhile, the total score of posttest is 
1396.6 while the mean score is 66.10. Then, the 
researcher finds the highest square deviation is 
1878.35 from the deviation 43.34, and the 
lowest square deviation is 44.35 from the 
deviation 6.66. From table 2, the sum of the 
squared deviation of the experimental group is 
20389.57 while the standard deviation is 31.92. 
Next, to find out the deviation of the control 
group, the researcher also provides in table 3 as 
can be seen in the following table: 
Table 3 
 
 
No 
 
Initial 
Pre-test 
(Y1) 
Post- 
test 
(Y2) 
Square 
Deviation 
(y2) 
(Y2-Y1=Y) 
1 
2 
3 
4 
5 
6 
7 
8 
9 
10 
11 
12 
13 
14 
15 
16 
17 
18 
19 
20 
ABH 
ENS 
DR 
FT 
FTH 
GTP 
GS 
ID 
LID 
MRM 
MHS 
MHR 
MRA 
OB 
RDA 
SRA 
IM 
SBR 
YYS 
YSR 
33.33 
26.66 
38.33 
33.33 
36.66 
45 
41.66 
31.66 
35 
31.66 
43.33 
55 
45 
21.66 
41.66 
36.66 
23.33 
28.33 
48.33 
38.33  
40 
28.33 
46.66 
38.33 
45 
53.33 
50 
35 
40 
41.66 
50 
66.66 
75 
21.66 
66.66 
41.66 
28.33 
31.66 
71.66 
46.66 
44.48 
2.78 
69.38 
    25 
69.55 
69.38 
69.55 
11.15 
    25 
  100 
44.48 
135.95 
  900 
       0 
  625 
    25 
    25 
11.08 
544.28 
69.38 
Total Score 734.92 918.26 2866.44 
As presented in table 3, it is pointed out 
that the total score of the control group in the 
pretest is 734.92 while the mean score is 36.74. 
Meanwhile, the total score of posttest is 918.26 
while the mean score is 45.91. Then, the 
researcher finds the highest square deviation is 
900 which is from deviation 30, and the lowest 
square deviation is 0. From table 3, the sum of 
the squared deviation of the control group is 
2866.44 while the standard deviation is 12.28. 
The researcher finds that the mean score 
of deviation of the experimental group is 31.92. 
Besides, the mean score of deviation of the 
control group is 12.28. 
In testing hypothesis of this study, there 
are two criteria intended to show that the use of 
Text Twist game can improve vocabulary 
mastery of the seventh-grade students in SMP 
Negeri 1 Labuan. Firstly, the hypothesis is 
accepted if the t-counted is higher than t-table. 
It means that there is an influence on the 
students. Secondly, the hypothesis is rejected if 
the t-counted is lower than t-table. It means that 
the treatments which were given to the students 
is not effective in teaching vocabulary mastery. 
The researcher analyzed the standard 
error (tcounted) of the differences between two 
means of experimental and control groups. The 
result of tcounted is 2.74. Having computed all of 
the data, the researcher tested the tcounted with the 
ttable. She applied 0.05 level of significance 
proposed by Hatch and Farhady (1981:42) 
where degree of freedom (df) Nx + Ny – 2, (df) 
21 + 20 – 2 = 39. Thus, the researcher got the 
result of ttable is 1.68. 
After getting the ttable, it is time for the 
researcher to test the hypothesis of her research 
by comparing the values of tcounted and ttable. The 
value of tcounted is 2.74 while the ttable is 
1.68. Therefore, it could be concluded that the 
research is accepted because the tcounted value is 
higher than ttable value. It means that the 
application of Text Twist game can improve the 
seventh students' vocabulary mastery at SMP 
Negeri 1 Labuan. 
 
DISCUSSION 
The researcher found some data from 
this research. In pretest result, the researcher 
analyzed the mean score of the experimental 
group by dividing the total standard score and 
the number of students. The researcher got the 
mean score of the pretest in the experimental 
group is 36.90, while in the control group, the 
researcher got the mean score which is 36.74. 
Taking the scores resulted by these two classes, 
the researcher concluded that both classes had 
equal in vocabulary. Also, the researcher found 
that the students in experimental group still got 
difficulties to decided the part of speech which 
is a verb and a noun. Besides, the students got 
difficulties to make a sentence by using a verb 
and a noun. As a result, the pretest score in the  
experimental group still low. 
Therefore, the researcher gave the 
treatments in the experimental group by using 
Text Twist game technique. Firstly, the 
researcher divided the class into some groups. 
Secondly, the researcher gave each group some 
letters on the pieces carton paper. Thirdly, each 
group had to make some words by arranging 
the letters. Then, each group decided the nouns 
Result of the Pre-test and Post-test of 
Control Group. 
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and verbs of the words. Next, they identified 
the meaning and the word use of the words, and 
they wrote it on the paper. In this research, the 
students might open the dictionary and had ten 
minutes to did the task. Afterthat, the leader of 
each group showed the answer in front of the 
class. The group which found many words and 
make the sentences correctly, would be the 
winner. 
After conducting the treatments, the 
post test was given. The aims is to find out the 
improvement of the students’ vocabulary 
mastery after getting the treatments by applying 
the Text Twist game technique. In the posttest 
result, the researcher got the mean score of 
posttest in the experimental group is 66.10, 
while in the control group, the researcher  got 
the mean score which is 45.91. The result of 
post-test in the experimental group showed that 
14 of 21 students passed the minimum of 
standard achievement or got ≥ 65 while the 
result in the control group were only about 4 of 
20 students passed. The result shows that the 
experimental group improved significantly after 
the treatments. It means that  
Furthermore, the researcher analyzed 
the standard error (t-counted). The result of t-
counted is 2.74. Having computed all of the 
data, the researcher tested the t-counted with 
the t-table. She applied 0.05 level of 
significance proposed by Hatch and Farhady 
(1981:42) where degree of freedom (df) Nx + 
Ny – 2, (df) 21 + 20 – 2 = 39. Thus, the 
researcher got the result of t-table is 1.68. 
After getting the t-table, it is time for 
the researcher to test the hypothesis of her 
research by comparing the values of t-counted 
and t-table. The value of t-counted is 2.74 while 
the t-table is 1.68. Therefore, it could be 
concluded that the research is accepted because 
the t-counted value is higher than t-table value. 
It means that the application of Text Twist 
game can improve the students' vocabulary 
mastery.  
Referring to the fact of the findings 
above, the researcher related the finding to the 
previous study which was done by Lestari 
(2017). The researcher has proven that Text 
Twist game could improve the students' 
vocabulary mastery. By looking at the findings 
of the research, the researcher concluded that 
the application of Text Twist game can improve 
vocabulary mastery of the seventh-grade 
students at SMP Negeri 1 Labuan. 
CONCLUSION 
The objective of this research is to find 
out whether the application of Text Twist game 
to improving vocabulary mastery of the seventh 
grade students at SMP Negeri 1 Labuan or not. 
The researcher uses quasi experimental design. 
In this research design there are pretest and 
posttest which conduct to the both experimental 
and control groups. The result of the data 
analysis show that there is a difference between 
the result of the experimental group and the 
control group. 
Based on the research, the researcher 
concludes that her hypothesis is accepted. In the 
other words, the use of Text Twist game can 
improve the students’ vocabulary mastery of 
the seventh-grade students of SMP Negeri 1 
Labuan. It can be proved by comparing the 
value of tcounted and the value of ttable. The value 
of tcounted is 2.74 while the value of ttable is 1.68. 
It can be deduced that the tcounted is greater than 
ttable. 
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